©) Advanced 
sexe Dungeons, Miagons 


MEA | BECAUSE CYBRIANA WHOAAL WHAT 000. 
MEY TAR FAS ARI SON, FORTUNE! A POOL OF 
BHICE HERO] AGRIVAR, THAT'S WHY, SPARKLING FRESH 

MORE. WATER! 


WHO WOULD. H 
EXPECTED 
AN OAS! 


=-IN ALL THIS 
BARRENNESS? 
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I SWEAR IT! 
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} HEAR ME, 
MY PEOPLE? 


THE MOMENT I HAVE 
Kale HANS ON or 


GC USER WHO CAN 

AKG SELUNE'S BYE 
W LIKE T! 
MOON-: 


YOu, (Me PLT NS) YOUR suesects, aRow 
eo WEARY GF'OUR LONG [MPRISON- 
MENT WITHIN THE SPARKLING 
\BBLGEM KNOWN AS SELUNE'S Ee... 


WE GROW RESTLESS TO BE FREE... 

INT FOR THE LONG- 

ME GREAT AWAKENING To 
GIN. 


eS | 
IT'S 60T 


AHIDE Like 
ARMOR, VAIRA 


IGNORE ITS 
IMPENETRABLE 
OUTER SIDE, 

EYESBRIGHT! 


"6 LE 
AND STRIKE AT THE 
UNDERBELLY! 
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CYBRIANA-- 
My ARMS! 


IrA 


IVE Lost 
My GRIP! 


Sas 


DI 
ONCE THE 
TENDRILS CLOSE, 
IN ON US=— 
{ 
{ Ts 
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--WE'RE 
( DOOMED! ¢ 
\ 


lo TRESPASS 


Ni 
YOUR FELLOW 
MAGGOT-SPAWN 


BSY Ave! ALTHOUGH 
YOU'D NEVER ye 
IT BY THE WAY a) 
WIELDS A SWORD. 


YOUR GARB! 


YOURE 2KHAAHE 
BOUNTY 
SEEKERS! 


IF We TELL, 
WILL You 
ZARACKE 


HAR . IN 
REWARD . ADVANCE. 
WITH US’ 


AND SO 
THAT |S ONYX SAID HE NEEDS To 
OUR STORY, JUST AS HE IS! 

‘SMITHY. 


PLEASE, 
6060 SIR: 


16 
STAFF OF WITHERING. 
STRUCK HIM DOWN! 


THEY QON'T ¢ 
BREED THEM ANY 
MORE WICKED THAN g Ze 
THAT ONE. ver BUT FIRST. 
YOU'LL HAVE TO 
9O SOMETHING 
FOR ME. 


Pfs) Ve 


YOU'LL FING IT 


WE'VE BEEN 
WRAPPED IN? 


YOU'RE SAFE 
IN WATERDEEP, 
MY GOOD MAN, 


I TELL You, 


V \F YOU WANT MY OPINION, 

HURLING A DART THROUGH His) 

SPINE RIGHT NOW WOULD BE 
DOING US ALL A FAVOR! 


SAIN AT 
)), NEEDLE ROCK... 


y --ANO THAT 
7 1 HAVE JOURNEYE! 
7 ALL THE WAY FROM 

SHAQOWDALE TO 
SEEK YOUR AID IN 
FINDING HER! 


WHAT T HAVE 
NOT TOLD YOU Is 
THAT SHE AND I ARE 
IN FACT ONE SINGLE 

FRAGMENTED 
BEING-- 


COURAGE? YOU MEAN] | I'M NOTHING BUT 
THE KIND I SHOWED A SICK BEGGAR. 
WHEN IMGIG ZU NOW, GIRL--BEST, 
SLAUGHTERED My, LEFT To THE 
FATHER? GUTTERS OF 
WATERDEEP, Aas 


y Bi FING 
oun Wore 
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-BUT I FEAR IT'S A 
SAFE BET THESE 
PUTREFYING WONZERS 
HAVE EXPERIENCED 
DEATH'S EMBRACE 
ALREADY! 


DON'T LET 
IT FAZE You, 
HORSE-MAN... 


Al 
THIRO IF i 
NEED BEY 


YOU KNEW 
ABOUT THEM! 
WHY DION’T YOU J IFT 
WARN USF ‘HAG, WOULD 
me You HAVE 


CRAWL 
BACK TO YOUR 
CURSED ‘SHADOW -HAUNTED 


ROTTING HOLE AND STAY 
1-1 CAN'T CADAVER! 


LUFT My 
‘SWORD! 


ON YOUR FEET, 
PALAQIN! WE'VE 


SOME CLIMBING ; SPRING UP ANY 
To Do! x FRESH SURPRISES! 


TELL ME 
NOW, SMITHY, 


HORRORS ARE 
WAITING ATOP 
THE SUMMIT 


Get WHAT WELL,TO START 
y TH, I SHOUL' 
DQ lei S 
gr 1 NOT A TRUE 
OWARF AT ALL.. 


BUT RATHER A MEMBER 
FAN ANCIENT RACE TORN =-ANO 
FROM MY OWN PLANE SHANGHAIED 
OF EXISTENCE AGAINST INTO THIS REALM 
MY WILL=— BY IMGIG ZU, 


FORTUNATELY 
FOR ME, I 
MANAGED To 
ESCAPE FROM 
HIM... 


IN TIME, I 
GEO TO 


OF WITHERING 


=BY MAKING 
FOR MYSELF 


THESE : But 
GAUNTLETS. WHAT I've MosT 


1'0 HAVE 
CLIMBED UP Here 
MYSELF, EXCEPT THAT 
'VE_FEARED THIS 

BASILISK 


YOUR ARMS WILL 


BE AS STRONG AS 


ANY WARRIOR'S. 


I CAN 
FEEL STRENGTH 
SURGING INTO 
THEM! 


NOT ONCE 
THIS GLEAMING 
TALISMAN YOU 


SEE HERE... 


VAJRA! MAYBE I WON'T NOT IF THIS 
EVEN WEED THESE TALISMAN CAN 
GAUNTLETS! RESTORE MY 


A FIRE 
ELEMENTAI 


Lad 
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NO SOONER 
HAS IT DONE 
SO. 


we THAN ITS 
‘GUARDIAN 
RETURNS ‘fo LIFE 
TO WREAK 
REVENGE! 


--WE'VE GOT 
= NO ALTERNATIVE 


: BUT To CUT IT 
——_ Nia WITH STEEL! 


ANOTHER 
INSTANT ANO 
FATHER HE'S DONE 
WAS SLAIN fois FoR? IF-- 
BECAUSE OF 


Let's 


SEE YOU 
FOCUS YOUR 


BY THE 
GREAT 
MYSTERY! 


WHATEVER 
ONCE 


‘A WHILE AGO, 


WAS RIGHT. 


‘M GOING 
TO 6O MY OWN )/ 


ER 
EXPECTED 


FIGHT! 


7 THERE |S e 
STILL THE LITTLE 


AYE! AND YOU'LL LIVE 
LONG ENOUGH To EARN 
HIM LOTS MORE GOLD 
=-PROVIDED YOU DON'T 
TRY_ANYTHING 
FOOLISH! 


I EARNED 
THAT BLOATED V 
MAGGOT ENOUGH }) 

GOLD IN THE 

‘ARENA-— 


MC BUT WHAT CHANCE 


WOULD I POSSIBLY. 
HAVE AGAINST Z 
THEM: Z 


ur pals have found out the hard 
way that your past may not only haunt 
you, it may HUNT youl Following is bit of 
background to enlighten you as to who's 
‘snagged our crowd, and why. Issue #1 
isn't even out yet, but I've gotten mail on 
it already from future readers trying to 
guess just what's going to be in the 
book. Several of you have suggested 
Quest appearances by personalities 
from’s TSR’s line of FORGOTTEN 
REALMS™ novels, Since Waterdeep is 
such a hub, I'm sure we can arrange 
some “crossover” stories, 80 send us & 
vote for your favorite, Let us know what 
you think of this i 


Very Rare 
2 


6" 
10 
50% 
jure Type H 
Number of Attacks 3 
Damage/ Attacks 1-6/1-6/2-16 
‘Special Attacks; See below 
Special Defenses: Surprised 1 in 6 
Magic Resistance: Standard 


Percentage in lair 
iT 


Intelligence Low 
Alignment Neutral (Evil) 
Size L (12+ long) 
Psionic Ability Nil 


The Greater Basilisk is the larger 
cousin of the common basilisk, and like 
the more common version, has eight 
legs, moves slowly, and turns individ- 


look the 
Basilisk in the eye must make a saving 
throw vs. petrification or become stone 
statues. The Basilisk, if it views itself (in 
@ mirror or other reflective surface), 
must make @ similar saving throw or be 
turned to stone itself. The Greater 
Basilisk is extremely near-sighted, how- 
ever—the range of its petrification is 50 
feet, but for it to be petrified itself, it 
must be within 10 feet of the reflective 
surface. The vision of the Greater 
Be like that of its smi cousin, 
into the astre ethereal 
planes. The claws of the Basilisk are tip- 
ped with @ mild poison (saving throws 
it +4), and its breath is also poison- 
80 that those within 5 feet of the 
mouth must also save versus poison (at 
+2) or be slain. 


CHARACTER 
VAJRA VALMEYJAR 
7th level fighter 
Strength 
Intelligence 
Wisdom 
Dexterity 
Constitution 
Charisma 
THACO (To Hit Armor Class Zero) 
Hit Points 
Alignment 
Armor Class 
3 (Studded leather + Dex bonus)) 
Weapons: Long Sword, Spear, Sling, 
Ne 
Speaks the following languay 
mon, Anmite, Dwar 
Eiminster’s notes: Vajra is @ native off 
Tethyr, a land caught in @ brutal civil 
war, Vajta was separated from her| 
family and fled south, wh icles 
thievery and confidenc 
tities of Calimehan. At 12. aft 
successful con opert 
captured and sold 
house of Baron Abon Duum. 
Manshaka, the largest city near 


18 (23) 
13) 


56) 
Neutral Good| 


Com- 


nd 
‘to the death. In the arena’s brutal set-| 


‘ting, Va! rned the arts of the sword, | 
ithe spear, and the net, becoming the| 
most accomplished of Abon Duum 
stable of fighter 

Vajra tired of the arene and decided to} 
leave Abon Duum's employ. She} 
‘seriously injured several of Duum’s best| 
‘warriors while escaping. Now a wanted| 
escapee, Vajra fled Calimshan, taking| 
work a8 @ mercenary in Tethyr’s end-| 
less civil wars, then as @ bodyguard in| 
Athkatia, Abon Duum sent bounty! 
hunters in pursuit, not wanting his| 
finest warrior to go uncaptured and| 
unpunished, forcing her to leave the 
South entirely. 

Thé City of Waterdeep refuses to| 

ement, 80 it was here| 


DC Co comics, INC. 
‘Avenue, New York, NY 10103, 


ER 
it 
i 

i 


MATT 
PAT CALDON Controier 


prietor, Luna, developed @ goo 
ing relationship and friendship. Though 
Vajra is no longer employed by the Inn, 
the two remain friends and Luna occa- 
sionally contacts Vajra with unusu 
employment, 

Vajra does not discuss her past exces 
in 8 casual, offhand way, She still wea: 
the symbol of the Warriors of Blood 


MAGIC ITEM 
The Lockstone 

The Lockstone Te @ magical device 
which usually appears as a crystalline or! 
metallic orb or egg. It Is believed to be| 
outer planes 
timed devices, set to 
more spells if particular! 
conditions are met. A Lockstone can| 
have up to two preconditions and store| 
up to three spells. After the spells are| 
cast, the stone becomes dormant for at! 
least a year, after which it will function if 
those conditions are met again, A Lock- 
stone's programming can only be! 
changed by @ wizard of at least 16th’ 
level, 

Imgig Zu used a Lockstone to imprison| 
the fire elemental Jugoah in the! 
ims. The preconditions of this par- 
ticular Lockstone are: 1) The passage of 
200 years and 2) the Lockstone must be 
touched by @ living individual, Once| 
these requirements are met, the stone| 
will 1) restore any withered or lost limbs 
ito the holder, 2) restore the holder's 
origi pe and 3) free the stone 
Greater Basilisk gi 

Lockstones are rare and are usually 
used to entrap extradimensional crea- 
tures and protect valuable treasures, 
Prior to the discovery of the Lockstone 
jon Stoner’s Needle, there have been’ 

records of only three in the North. 


NEXT ISSUE: Just when you thought 
you knew what was going on, we show 
You more people who aren't what they 
‘seem tobe. Luna tells a very special bed- 
time tale. while Vajra, Onyx, Cybris 
and Timoth try to figure out how to keep 
from being dragged back to be the next 
star attraction at the ates of Blood! Be 
there, or mini basilisks will turn 
your socks to ston 


—Barbara 


What is TSR? 

Although a lot of you out there have 
been buying TSR products for a long 
time, an equally large number of you is 
probably wondering what in the world 
DC is doing by putting a TSR Worlds 
page in this great comic, TSR owns the 
rights to the DRAGONLANCE®, 
AD&D®, and GAMMARAUDERS™, 
comics that DC hi ited publishing 
on a monthly basis. TSR is also working 
with DC on a BUCK ROGERS™ title, 
That jent comic will start coming 
out on a monthly basis in May of 1989, 

Since 1974, TSR has been in the 
business of fun. The company produces 
games on many subjects for the mass 
market and hobby industries, TSR is 
most famous for the DUNGEONS & 
DRAGONS® game, but that is only part 
of @ much bigger TSR network of games 
‘and other product 

The origin of TSR reads very much like 
@ Hollywood movie script. A couple of 
men got together in the little resort town. 
of Lake Geneva, Wisconsin and decided 
to put together a new gaming busin 
in the basement of one of their houses. 
They started out with several sets of 
ures rules. Ther 
enough to pay the bills. With these small 
one of them put together an 
new game system, They 


unusual 
weren't sure how it would sell, but it 


was fun to make, That game was the 
DUNGEONS & DRAGONS® game. It 
took @ year to sell the first thousand 
‘and then a major hit was born. 
e In 1974, a multi- 
million dollar role playing industry wa: 
born and TSR has been successful e 
since. 
Now the company deals with many 
types of games, though the D&D® and 
AD&D® games are currently the main- 
stay of the company. TSR has branched 
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out into the book trade and has had 
many huge success stories. Just look in 
any bookstore and you can find DRA- 
GONLANCE®, GREYHAWKS, and FOR- 
GOTTEN REALMSS titles in the shelves 
in the fantasy section. 

In the mass market area, all leading 
toy stores will have the BUCK 
ROGERS™ game and the | THINK YOU 
THINK | THINK™ game, Each of these is 
2 lot of fun and, best of all, each can be 
played again and again without becom- 


ing boring. 
Besides books, role playing games, 
and mass market games, TSR has pro- 


duced a lot of other interesting, fun 
things. The company is known for its 
twork. TSR pot ind art books 
always sold well. The graphic 
novels TSR has put out under the DRA- 
GONLANCE and AGENT 13™titles have 
been well-received by everyone. OC hi 
decided to pick up the DRAGONLANCE 
graphic novel line and TSR is sure that 
DC will deliver graphic novels of equal 
quality to TSR’s. 
Licenses to other companies also 
serve to spread the fun of TSR, DC is, of 
one of the biggest succe 
The DRAGONLANCE and AD&D 
been very popular, which is 
not surprising to us at TSR, but is sur- 
prising everyone else with how many 
loyal fens there are out there who play 
TSR games and buy comic books. SS! 
has produced an AD&D computer game 
that is breaking all records. By the time 
this article hits the stands, the POOL OF 
RADIANCE game will be on the Com- 
modore and IBM machines and will 
have sold more copies than any other 
single fantasy game in 8 three month 
period, 
For those of you who like to collect 
things, Ral Partha has the license to 
make AD&D miniatures. These metal 


figures perfectly depict all of the most 
famous characters in the worlds of the 
DRAGONLANCE and FORGOTTEN 
REALMS games. 

What's in the future for TSR and its 
products? 1989 and 1990 will see some 
amazing products from TSR. The big- 
gest news is in the area of science 
fiction, TSR is going to produce some 
fascinating BUCK ROGERS products. In 
1989 you should look for novels and a 
game called MARTIAN WARS; in 1990 
the BUCK ROGERS role playing game 
will hit the stands and will be one of th 
biggest things TSR hi produced. 
TSR will 
interesting games, 
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The RED STORM RISING™ g 
game of modern-day warfare in West 
Germany; 

The HIGH-RISE™ game- 
building; 

The ENIGMA™ game—a game of code 
breaking that moves secret agents 
around @ war-torn map of Europe; 
MAXI BOURSE 9 
International stock market buying and 
selling; 

The DUNGEONI® game—it's a re- 
of a TSR 70's classic where 


game of city 


of treasure. 
All in all, that’s TSR anda little of what 


the company does, TSR and | would like 
to thank you for many years of support, 
We hope to keep up the good work inthe 
1990's. See you then 


—vim Ward 
TSR, Inc. 
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